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PLEASE FILL GU"' THIS QUES"!" I GNA I RE . IT^ LL GNLY TAKE A FEW SECONDS- 
WCULD -GL EE I rrr-EPESTED IN ""HE "ULL.SWIriG : 

HINTS GN DISKETTE -APPLE USERS GNLY) ? 

BEING A DEALER PGR GLR PPGDUGT ''/GLLNE DISGGLNTS AVAILABLE) 
INFGGGN GAMES CHEAPER :"HAN YGL RA'v AT THE GGMFUTER STORE ? 
OTHER (SPEGi:=*Y; 

^ WE ARE CONTINUALLY STRIVING TO INPRG'/E GUP FriCDLCT . EVENTUALLY WE Wi;_L S> 
A -iLIGK^ FORMAT (3 GGLGP MAPS, EGG|-:LET FORM, OTHER GAME RELATED SERVICES). 
IN THE MEANTIME, WE HOPE THAT YOU ENJOY WHAT WE DC HA'/E TO OFFER AS MUCH AG 
WE ENJOYED MAILING IT. THANI^-S FOR CHOOSING BRGINSN '•"IMBER PRESS. 

MAILING POLICY 
CHECKS : PLEASE ALLOW 7-10 DAN'S. 

MONEY ORDERS : SHIPPED BY THE SAME DAY, NEXT WEEK (USUALLY SOONER;. 

VISA / M-G. : AVAILABLE FEBRUARY 1, 1934. ; IF ALL GOES WELL.) 

TERMS : ADD lOV. TO THE ^'OTAL, NG EXCEP"!" I CMS . 
SHIPPING DATE : THE SECCND BUSINESS DAY AF"!"ER GRDER 
IS .•='LACED. (TELEPHONE 1-913-722-2464) NG COLLECT CALLS. 
CREDIT : YOU HIT YOUR HEAD AGAINST THE REORDER SHEET AS YOU ATTEMPT THIS 
FEAT.. 



•AILING : ALL ORDERS SENT CHEAPEST WAY UiNLESS OTHERWISE SPECIFIED. 

INCLUDE ^1.00 EXTRA PER BOOK '-OR SPECIAL DELIVERIES. 
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THE CGMPLEATE GUIDE TO THE DUNGEON 
COMPLIMENTS OF : 
DIMI.JIT FLATHEAD THE THIRD 
AND 

^zol^en UimC^ez/^za-si Hantczn 

1625 W. 39th Ave. 
Kansas City, KS 66103 

Well, here you are, in the Mirror Room, just standing there, 
scratching your head and wondering what to do next. You've been everywhere, 
done everything, seen all there is to see, and yet, you have this nagging 
•feeling that something is missing. That bat, -for instance, that keeps 
dragging you of-f to the coal mine. Or the platinum bar . . bar . . bar . . And then 
there's the entrance to Hades. You wonder i -f you are actually expected to go 
in that place. Even if you could get in, you're not sure you are ready -for 
that trip, yet. I ' 1 1 wind up there in the end anyway, no sense rushing it," 
you mutter to yourseH. 

Looking into the mirror, you see a drawn and bedraggled figure 
staring back at you. "He looks lost," you think to yourself. "God, but I 
look a mess!" Idly, you reach out to touch the mirror.. Suddenly, you 
realize you are not alone and freeze in mid-move. In one fluid movement, you 
turn and draw the ancient sword. It flashes with a brilliant blue light as 
you turn to face the Thief. 

The Thief is standing there, leaning up against a wall, calmly 
cleaning his fingernails with a gleaming, 10-inch stiletto. "Hello, turkey," 
he says with a wide grin. "You ain't gone, yet?" 

You blanche, completely taken aback. In all the encounters you've 
had with him, he has never spoken a word. In fact, you were beginning to 
think that he couldn't speak at all. You grip your sword tighter, tensing 
for a surprise attack. 

The Thief shifts his weight slightly, and goes into a fighting 
crouch. The stiletto snakes back and forth in front of your eyes. His grin 
widens as he says, "I wouldn't, if I were you. There are a couple of 
critters down here that would just love some fresh meat." 

"What do you want from me?" you ask, warily. ("God, this guy's 
fast," you think to yourself.) 

"The usual," he says, the grin widens even more, and begins to 
change into a nasty sneer. "Your money or your life. Maybe both." An evil 
chuckle issues from his throat as he begins to move toward you. 

The sword sings through the air, as you try to remove the Thief's 
head in one mighty stroke. The Thief ducks, and moving inside your guard 
with incredible speed, flips the stiletto in the air, catching it by the 
blade. Your sword, completely missing its intended target, whistles 
harmlessly over the Thief's head and crashes into the stone wall. "Clang!" 
it says, sending a violent shock wave up its blade, through its hilt, and up 
into your arms. "Oops," you say, as the sword drops from your nerveless 
fingers. The Thief swings the haft of his stiletto in a short arc, cracking 
you up-side the head. "Oh, look at all the pretty stars," you burble, 
dropping to your knees. 



The Thie-f, meanwhile, begins relie^^ing you of all your valuables, 
stu-f-fing them into a i^oluminous pouch he wears at his side. As he bends over 
to pick your pocket o-f the last item (a large Emerald), a manuscript o-f some 

t slips out o-f his tunic and lands -face down on the -floor unnoticed by 
, Thief, who gazes greedily upon the per-fect stone -for a moment be-fore 
stashing it in his pouch with the rest o-f your treasures. 

As you sit there on the -floor, slowly shaking your head -from side to 
side, trying to -figure out which way is up, the Thie-f kneels down and lays 
the razor-edged stiletto against the so-ft skin of your throat. Not being 
totally ignorant, you stop shaking your head. He begins to whisper in your 
ear . 

"This is your last chance, Kneejerk," he sneers. "You don^t belong 
here. You're out of your element here. Go back to where you came from while 
you still can. Or.." The pressure on your throat intensifies, and you feel 
blood trickling down your neck and into your official L.L.Bean B<PL0RER^3 
SWEATER (Unconditionally guaranteed for 10 years to keep out the cold and 
dank of any subterranean cavern, or your money cheerfully refunded). "Or the 
next time we meet, I just miylit forget my genteel upbringing. Now, you 
wouldn^t want THAT, would you?" You start to shake your head, but just in 
time you think better of it. 

The pressure on your throat disappears as the Thief stands up. "And 
leave my stuff alone. I STOLE THBI FIRST!" In the twinkling of an eye, he is 
gone, leaving by a secret passage known only to himself. 

You sit there for a moment, just breathing, glad to be alive. 
Shakily, you get to your feet. As you bend over to pick up the sword, you 
turn to look at the stone wall where the Thief disappeared. Then you look at 
the sword. Then the wall. Then the sword. Then you spy the manuscript lying 
p'^ the floor. Ever curious (which is what got you into this mess in the 

st place), you pick it up, turn it over and begin to read As you 

turn the page, your eyes begin to light up and your heart begins to pound 
furiously, sending a flush to your face. As you finish the manuscript, a 
■flash of well-being and raw power courses through your veins. 

Triumphantly, you shout, "K'JE GOT YOU NOW, YOU BASTARD!" The walls 
reverberate, and the mirror shivers at the sound of your voice, threatening 
to shatter. Off in the distance, you hear a hollar laugh, demented and 
devoid of the slightest trace of humanity, "COME AND GET ME, MEAT!" It 
snar 1 s . 

Quickly, you stick the pan^phlet into a pocket of your sweater, look 
once again at the sword, decide against it, and take inventory of your few 
r ema ining posessions. 

YOU ARE CARRYING : 

A BRASS LANTERf>J 

A mSTf KNIFE 

A PAMPHLET ET^iTITLED: 

THE COMPLEATE GUIDE TO THE DUNGEON 
(MAPS INCLUDED) 
COMPLIMENTS OF DIMWIT FLATHEAD THE THIRD AND 
BROKEN TIMBER / BRASS LANTERN PRESS 



LAMP held high, The NASTY KNIFE held loosely at the ready, you give 
r pocket one last pat and set off down the nearest corridor 
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YOU Gl^JE A SMALL CRY OF DISMAY AS YOU REALIZE THAT MOST OF THE 
FOLLOWING IS WRITTEN IN EBCDIC. 



1. Can't get in the House ? 

13 2 201 162 . 
Ill 2 204 . 

2. Can't get into the Underground Empire ? 

13 70 10 2 165 44 . 
18 70 10 2 202 26 . 
13 208 2 161 . 

3. Can't open the wooden door in the Living room ? 

1 5 19 , 117 12 214 5 . 

I 174 55 114 205 8? Ill 2 203 . 
163 2 36 5 111 67 2 164 . 

4. The Troll a problem ? 

53 93 . 41 70 19 166 43 , 
13 2 206 . 

71 14 #1 1 42 104 

5. Can't get back out o-f the caves ? 

212 69 209 240 83 . 

71 1 211 , 61 107 207 1 66 46 . 

II 67 2 168 10 2 106 . 

6. Can't -find the grate ? 

6 10 2 45 . 
47 2 210 . 

7. Can't open the grate ? 

18 70 108 101 167 . 
18 70 44 10 2 105 . 

8. Can't -find the Jeweled Egg ? 

18 70 10 2 45 44 . 

11 169 3 51 ! 
169 67 2 51 . 

9. Can't open the Egg ? 

1 5 13 3 50 91 20 

117 1 107 213 2 112 . 

12 214 5 111 IS 172 . 

2 170 5 111 18 . 

17 18 10 2 37 44 41 5 103 18 . 
1 107 86 18 109 102 1 53 93 . 

10:. Lost in the Maze ? 

1 107 171 89 49 18 . 

17 88 10 34 26 1 11 10 . 

13 241 43 10 34 26 . 

3 49 77 2 105 70 56 239 3 215 110 . 

11. Can't -find the Cyclops room ? 

18 70 H 2 97 77 2 105 . _ . 



12. Can't find the Treasure rocm ? 
18 70 67 101 2 36 26 . 



.. .. . Th i e-f a probl em ? 

1 174 53 93 , 96 . 

1 17 42 13 IS 118 216 . 82 tt9 . 

14. Thief STILL a problem ? 

1 5 99 101 93 . 

41 70 114 217 89 53 . 59 19 54 175 1 171 89 . 

15. Thief STILL a PROBLEM 

71 1 69 218 41 233 2 98 , 53 93 . 
1 5 103 93 10 2 4 26 . 

57 219 173 52 2 4 26 . 55 116 89 95 3 115 173 100 93 . 
220 176 , 1 5 59 18 . 

16. Don't know what the pile of plastic is for ? 

18 70 3 177 33 . — 

17. Can't inflate the boat ? 

1 107 132 3 113 . 
18 70 58 77 2 60 . 

18. Can't turn the bolt at Flood Dam #3 ? 

236 3 180 10 2 16 26 . 
59 1 171 2 178 ? 
147 231 233 178 . 

19. Tired o-f getting carried off by the Bat ? 

187 200 120 232 ? 

6 10 2 179 . 

141 2 199 83 77 2 179 , 

20. Can't get the Platinum bar ? 

187 160 235 1 237 88 , 88 , 88 ? 
159 119 233 119 . 
187 1 229 70 85 158 . 

159 233 . 

185 : 158 

21. Can't find a god place to dig with the shovel ? 

141 3 33 74 . 
13 2 227 37 . 
13 198 . 

22. Can't get the Gold Coffin out of the Temple ? 

141 196 157 77 166 40 . 
80 39 195 55 187 1 132 . 
103 3 226 197 35 79 . 
79 10 2 194 26 . 

1 5 189 17 2 230 10 2 33 35 193 18 . 

23. Can't get into Hades ? 

78 2 38 . 
147 2 153 . 

152 191 , 228 .5c 156 

18 70 3 190 33 

151 155 , 7 225 , 73 190 . 



24. Cyclops a problem ? 

41 137 224 . <») 75 93 91 (X) 154 93 . 

<*) 212 70 3 114 140 192 89 75 2 36 10 2 190 38 . 

73 2 190 1 14 32 . 

•;*) 6 14 2 ttl 149 77 34 136 35 138 34 66 . 

<*) 185 : 2 SI 184 77 2 »1 149 77 34 136 . 

<*) 10 139 76 , 92 138 2 36 . 

<*) 185 : 92 10 2 36 26 . 

C/.) 71 1 154 93 , 223 135 93 2 73 . 

25. Looking -for a pot o-f Gold ? 

133 2 148 . 
6 32 14 2 132 . 
141 3 33 74 , 
133 13 14 2 150 . 

26. Don't know what the washing machine is -for ? 

17 88 10 18 35 147 18 is". 

18 70 136 134 3 68 72 . 
187 146 77 30 69 1 10 ? 

17 2 129 10 13 . ( 59 19 144 39 130 18 67 134 1 31 2 222 131 

27. Can't get the machine to work ? 

6 10 2 16 26 . 
13 2 20 . 

28. Need liqht past the Timber room ? 

1 182'37 7 84 89 36 3 7 10 2 127 26 . 

2 183 26 70 242 77 2 27 . 

1 5 29 35 65 2 28 10 2 183 26 . 

17 3 7 10 2 28 35 65 18 128 11 8? 2 31 26 35 145 2 126 7 128 
11 8 2 221 . 

2 143 21 2 46 , 70 85 111 119 124 . 

29. Don't know what to do in the Mirror room ? 

6 10 2 22 . 

3 64 181 71 234 61 142 66 . 
25 03 , 25 83 35 9 12 . 

125 9 2 22 . 11 58 . 

30. What's in the sack in the Kitchen ? 

Ill 18 67 . 

31. Where can I store mv treasures sa-fely ? 

1 5 13 2 4 26 24 . 

13 2 62 23 . 

32. Still 1, 2, or 3 treasures short ? 

141 2 112 67 2 51 . 
123 2 112 243 83 160 . 

????? 1 81 111 67 2 122 ,31 1 19 ?''??? 

71 1 17 »19 4 10 2 62 23 , 2 tt20 4 107 121 21 63 . 



YOU SIGH IN RELIEF AS YOU REALIZE THAT THIS MUST BE THE EBDICIAN 
EQUIWLENT OF THE 'ROSETTA STONE'. 
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